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INTRODUCTION 

These are self-directing drill and practice programs designed to teach students how 
to draw conclusions from a reading selection, answer questions about specific details 
in a reading selection, or predict probable outcomes from information provided in a 
reading selection. 

The programs consist of randomly generated selections with varying lengths. Each 
time a program is run, the student will work with 1 to 36 paragraphs. The teacher 
should exercise the option as to how many of them the student will work with during 
each session. If only one selection is chosen, the student will have the option to do 
another or quit after the first one is completed. However, most students will need to 
work with at least 5-10 paragraphs before stopping. 

After reading a paragraph, the student will try to determine the correct answer by 
selecting one of three possible answers. If he/she answers correctly, they will receive 
a positive comment between selections, and rewarding sound effects if the sound is 
turned on. If they answer it incorrectly, they will be shown the correct answer 
followed by a message of encouragement. Because there are only three possible 
answers, one try is given for each, but the student may run the program for practice 
as many times as he/she wishes. 

GRADE LEVEL 

These programs are recommended for students in grades 4-6, but they may be used 
for upper grade remedial or lower grade accelerated students. The subject matter is 
appropriate for ages 8-12. 


COLOR ADJUSTMENT 


All of the text and graphics in the programs are in high resolution graphics mode. On 
color monitors, this may cause distortion of the text. If this happens, please adjust 
your monitor to a lighter color level or turn the color completely off for better clarity. 
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STARTING A PROGRAM 


To start a program, first insert the disk in the disk drive and close the door of the 
drive. After you do this, turn on the computer. The red disk access light on the drive 
will then come on. DO NOT open the disk drive door when the light is on. This 
could cause accidental erasure of your program. 

After the disk drive has been engaged for a few seconds, the tide page of the pro¬ 
gram in use will come on and the program menu will appear. Although all three 
programs have the same format, "Draw Your Own Conclusions" will be used as the 
example for the menu. 


THE PROGRAM MENU 



DRAW YOUR OWN CONCLUSIONS 


Menu 

1) TURN OFF SOUND 

2) START 

3) END 

(SELECT THE NUMBER OF YOUR CHOICE) 

_ 


Option 1 of the menu is for turning off the sound if you desire. The sound will be on 
every time you run the program unless you select to turn it off. To exercise this 
option, just press the number 1 and you will get this message. 

DO YOU WANT TO TURN SOUND OFF? (Y/N) 

If you press the letter Y, the sound will be turned off and the program menu will 
reappear. Since the sound is automatically on, there is no need to press N unless you 
made a mistake and pressed Y by accident. 

Press the number 2 to start a program or 3 to end a program. 
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When you're ready to start a program, press the number 2 and this screen will appear. 

TYPE YOUR NAME AND PRESS RETURN. 

The student will then type in his/her name and press return, which will then take 
them to this screen. 

DO YOU WANT INSTRUCTIONS? (Y/N) 

If N is selected, there is no need to press return. The message GOOD LUCK! YOUR 
NAME, and then PLEASE WAIT will remain on the screen for a few seconds while 
the computer organizes the data. Following this the program will ask: 

HOW MANY PROBLEMS DO YOU WANT TO TRY? 

ENTER A NUMBER BETWEEN 1 AND 36 AND 
PRESS RETURN. 


At this point, the student may type in any number from 1 to 36 and then press return. 
Shortly afterwards the first problem will appear. If a number less than 1 (0) or 
greater than 36 is entered, it will be ignored and another entry will need to be made. 
See "If you select Y" in the next paragraph for instructions and further details. 

If you select Y when asked if you want instructions, you will not need to press 
return, and the following screen will appear for "Draw Your Own 
Conclusions. 


DRAW YOUR OWN CONCLUSIONS 


INSTRUCTIONS 

A PARAGRAHI WILL APPEAR AT THE TOP OF 
THE SCREEN. BELOW THE PARAGRAPH WILL 
BE A PICTURE OF SOMETHING RELATED TO 
rr. BELOW OR NEXT TO THE PICTURE WILL 
BE THREE POSSIBLE ANSWERS. ONE OF THE 
ANSWERS WILL BE THE BEST CHOICE FOR 
WHAT DESCRIBES THE MOST REASONABLE 
CONCLUSION WHICH CAN BE DRAWN FROM 
INFORMATION PROVIDED IN THE SELECTION. 

PRESS ANY KEY TO CONTINUE 
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Press any key as instructed and you will get page 2 of the instructions. 



WHEN YOU CHOOSE AN ANSWER, IF IT IS 
CORRECT, YOU WILL BE ABLE TO CONTINUE 
WITH THE NEXT PARAGRAPH. IF YOUR ANSWER 
IS NOT CORRECT, A SMALL BOX WILL APPEAR 
AROUND THE LETTER OT THE CORRECT 
ANSWER. IF YOU DO NOT UNDHtSTAND, READ 
THE PARAGRAPH AGAIN AND THEN GO ON. 


PRESS ANY KEY TO CONTINUE 


After pressing any key as indicated, you will see: 



PLEASE WAIT FOR AN EXAMPLE 


Then the following example will appear. 


Trains were one of the earliest means of 
transportation in our country. Ships were 
convenient, but only where waterways were 
available. Railways were built from coast 
to coast and from the North to the South. 

People traveled by train, and merchandise 
was shipped at the same time. Railways 
linked cities together, adding to their 
growth. 

WE MAY CONCLUDE THAT: Select A, B, or C 

a) Trains use steam more than diesel power. 

b) Trains were the earliest means of transpor¬ 
tation in our country. 

c) Trains were responsible for the greatest 
growth in our country. 
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The student should read the paragraph carefully and try to get the answer right for 
this example. If he/she selects the wrong answer, the box above the graphic and 
answer choices will read THAT’S NOT RIGHT, The answer is: Then a box will 
appear around the correct answer. 

In this example the correct answer is c) Trains were responsible for the greatest 
growth in our country. 

Press the letter C and you will get this message: 

GOOD THINKING! THAT’S CORRECT! 

After this you will get the message: 

PRESS ”R” TO RETURN TO MAIN MENU 
OR 

ANY OTHER KEY TO CONTINUE 

If you press the letter R, you will return to the main menu without pressing return. If 
you press any major key other than R, you will get: 

HOW MANY PROBLEMS DO YOU WANT TO TRY? 

ENTER A NUMBER BETWEEN 1 AND 36 AND 
PRESS RETURN. 

At this point, the student may type in any number from 1 to 36 and then press return, 
and the first problem will appear. 

This option is very flexible to the teacher or student. It is not recommended that 36 
examples are selected since it would take so long to complete the iesson. Usually, 10 
examples will take an average learner between 12 and 15 minutes to complete. 

However, since you may be working on an uncertain schedule, it might be best to 
select only one example at a time. For example, if you choose to try just one prob¬ 
lem, you will get this option after completing that problem. 

Do you want to try another problem? 

Press ’Y’ or ’N’. 
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If you press N, you will get: 


Your Name 

You got X correct out of X tries. 

Your score is: X% correct. 
PRESS ANY KEY 


Pressing a key will take you back to the main menu. 

If you choose to do another problem, press Y and you will get a new problem. You 
may follow this procedure until all 36 examples are used up if you wish. No matter 
how many problems you select to try in the beginning, the option to try another 
problem is still available as long as all 36 problems are not used up. No problem 
will be repeated during any consecutive session. 

A student using any of the programs may notice that the first run of each program 
brings up the same problems each time it is run. However, the order of the answers 
comes up in an unpredictable manner, and repeated use of the programs while still 
on will result in a new sequence of problems. 

If the student does happen to do all 36 problems, the message is the same as the one 
at the top of this page which gives the number of correct problems and a percentage 
score. After pressing a key as instructed at this point, the program goes back to the 
main menu where you can start over or end the program. 


WHAT’S THE BIG DETAIL? 


INSTRUCTIONS 


A PARAGRAPH WILL APPEAR AT THE TOP OF 
THE SCREEN. BELOW THE PARAGRAPH WILL 
BE A PICTURE OF SOMETHING RELATED TO 
rr. BELOW cm NEXT TO THE PICTURE WILL 
BE THREE POSSIBLE ANSWERS. ONE OF THE 
ANSWERS WILL BE THE BEST CHOICE FOR 
WHAT ANSWERS THE QUESTION OF WH07WHAT? 
WHERE? WHEN? HOW MUCH? OR HOW MANY? 


PRESS ANY KEY TO CONTINUE 


Press any key as instructed and you will get page 2 of the instructions. 



THE CORRECT ANSWER IS BASED ON SPECMC 
INFORMATION PROVIDED IN THE REAE«NG 
SELECTION. WHEN YOU CHOOSE AN ANSWER, 
IF TT IS CORRECT. YOU WILL BE ABLE TO 
CONTINUE WITH THE NEXT PARAGRAPH. IF 
YOUR ANSWER IS NOT CORRECT. A SMALL BOX 
WILL APPEAR AROUND THE LETTER OP THE 
CORRECT ANSWER. IF YOU DO NOT UNMR- 
STAND, READ THE PARAGRAIH AGAIN AND 
THEN GO ON. 


PRESS ANY KEY TO CONTINUE 



After pressing a key as indicated, you will see: 


PLEASE WATT FOR AN EXAMPLE 


Then the example as shown below will appear. 


Children go to school to learn. They learn 
how to prepare themselves for life. There 
are many reasons to go to school. Some are to 
learn to read and write, and learn how to 
get along with others. Another reason is 
because school attendance is required by law 
up to a certain age. 

Who goes to school to learn? 


WHAT IS YOUR CHOICE? SELECT A, B or C 


a) People who want to go to law school 

b) Children 

c) Teachers 


The student should read the paragraph carefully and try to get the answer right for 
this example. If he/she selects the wrong answer, the box above the graphic and 
answer choices will read THAT’S NOT RIGHT, The answer is: Then a box will 
appear around the correct answer. 
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In this example the correct answer is b) Children. Press the letter B and you will get 
this message: 


GOOD THINKING! THAT’S CORRECT! 

See page 5 "After this you..." for information that applies to all three programs. 

WHAT’S YOUR PREDICTION? 


INSTRUCTIONS 

A PARAGRAPH WILL APPEAR AT THE TOP OF 
THE SCREEN. BELOW THE PARAGRAPH WILL 
BE A PICTURE OF SOMETHING RELATED TO 
rr. BELOW OR NEXT TO THE PICTURE WILL 
BE THREE POSSIBLE ANSWERS. ONE OF THE 
ANSWERS WILL BE THE BEST CHOICE TO 
ANSWER THE QUESTION WHAT DO YOU THINK 
HAPPENED OR HAPPENS NEXT?' 


PRESS ANY KEY TO CONTINUE 


Press any key as instructed and you will get page 2 of the instructions. 


THE ANSWER WILL BE BASED ON INFORMATION 
PROVIDED IN THE SELECTION. SO READ 
CAREFULLY. 

WHEN YOU CHOOSE AN ANSWER. IF ITIS 
CmRECT. YOU WILL BE ABLE TO CONTINUE 
WITH THE NEXT PARAGRAPH. IF YOUR ANSWER 
IS NOT CORRECT. A SMALL BOX WILL APPEAR 
AROUND THE LETTER OF THE CORRECT 
ANSWER. IF YOU DO NOT UNDERSTAND. READ 
THE PARAGRAPH AGAIN AND THEN GO ON. 


PRESS ANY KEY TO CONTINUE 


After pressing a key as indicated, you will see: 

PLEASE WATT FOR AN EXAMPLE 
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Then the example as shown below will appear. 


It was an annual tradition for the Cove 
Elementary School fourth and fifth grade 
classes to go to the beach. In the past, 
all fourth graders had to let the fifth 
graders get in the water first, and then 
the fourth graders could go in. This 
tradition carried on. The fifth graders 
splashed into the water. 


WE MAY PREDICT THAT: 

a) The fifth graders 
wouldn’t play with 
the fourth graders. 

b) Both grades had a 
good time. 

c) The fourth graders 
went into the water. 



In this example the correct answer is c) The fourth graders went into the water. 

Press the letter C and you will see: GOOD THINKING! THAT’S CORRECT! See 
page 5 "After this you..." for information that applies to all three programs. 
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